Research on digital story book for Dyslexia learning: basic context of Bahasa Melayu / Syafiqah Hilwani Hamat@Mustafa by Hamat@Mustafa, Syafiqah Hilwani
UNIVERSITI TEKNOLOGI MARA 
 
RESEARCH ON DIGITAL STORY BOOK FOR 
DYSLEXIA LEARNING: BASIC CONTEXT OF 
BAHASA MELAYU 
 
 
SYAFIQAH HILWANI BINTI HAMAT@MUSTAFA 
2016806922 
 
Faculty of Art and Design 
July 2018 
 
UNIVERSITI TEKNOLOGI MARA 
RESEARCH ON DIGITAL STORY BOOK FOR 
DYSLEXIA LEARNING: BASIC CONTEXT OF 
BAHASA MELAYU 
 
 
SYAFIQAH HILWANI BINTI HAMAT@MUSTAFA 
2016667262 
 
Thesis submitted in fulfilment  
of the requirement for the degree of 
Bachelor of Graphic Design (Hons) 
 
Faculty of Art and Design 
July 2018 
  
ii 
 
AUTHOR’S DECLARATION 
 
 I declare that the work in this thesis was carried out in accordance with regulations of 
Universiti Teknologi MARA. It is original and the result of my own work, unless 
otherwise indicated or acknowledged as referenced work. This thesis has not been 
submitted to any other academic institution or non-academic institution for any other 
degree or qualification.  
 
I, hereby acknowledge that I have been supplied with the Academic Rules and 
Regulations for undergraduate, Universiti Teknologi MARA, regulating the conduct 
of my study and research. 
 
NAME OF STUDENT  : SYAFIQAH HILWANI BINTI 
HAMAT@MUSTAFA  
STUDENT ID   : 2016806922  
PROGRAMME   : GRAPHIC DESIGN  
FACULTY     : FACULTY OF ART AND DESIGN  
THESIS TITLE    : RESEARCH ON ASSISTIVE LEARNING      
    CONTENT FOR DYSLEXIA LEARNING: BASIC  
    CONTEXT OF BAHASA MELAYU 
 
 
 Signature of Student : …………………………………  
Date : 15 July 2018 
 
 
iii 
 
 
ABSTRACT 
 
Dyslexia is a difficulty in reading or interprets words, letters and number. Dyslexia 
has different type of disability and also different type of lesson. Dyslexia lesson are 
often known as decoding in order to understand each letter and words. The purpose of 
this research is to seek an answer in making multimedia tools for dyslexia treatment 
learning process. Besides, in this research is also finding the lack of learning tools in 
term of dyslexia basic education in bahasa melayu. This research is using quantitative 
method which is measuring data using question such as survey in specific people and 
specific area. The survey has been answer by people who specialize in education. The 
finding shows majority of answers agreed there is lack interactive software for basic 
education of dyslexia and the solution has been made by researcher by making a 
digital storybook that attractive and effective for dyslexic children. From this research, 
students from art and design majoring or education majoring can gain more 
knowledge about learning disability and multimedia. 
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